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WARNING Read before using your 
PlayStation''^ game console. 

A very smaJt parc&ntaQe of individuals may eHparioncB E^pileptic sotiijre? uvh^n -exposed to oartiain light 

patterns or flashing lights. Ixposura ta oertain patterns or backgrounds nn a tclcivisioo screen or whifa 

playing vidao gamas. in eluding gamas play&d on the PlayStation'* game consofe, may induce an epileptic seizure in 

these individuals. Certain cemditinns may induce previously undntected epileptic symptoms even 

in persons who have no history of prior seizures or epilepsy. If you, or anyone in your family, has an epileptic conditiun. 

censult your physician prior Ig playing. If you experience any of the following symptoms while playing a video game - 

dizziness, altered vision, aye or muscia twitiohes, loss af awaronesSr disorientation, 

any involuntary movement, or convulsions - IMMEDIATELY discontinue use and consult your physician 

beforo nssLimlng play. 

Warning to owners of projection televisions: 

Do not connect your PlayStation* game console to e projection TV wilhflut first ccmsiilting the user reanual 
for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen. 

Handling your PlayStation* Oise 

•This compact disc is intended for use with the Pj-ayStation® game console. 

• Do not bend ft, crush it cr submerge rt in liquids. 

• Do not leave it in direct sunlight cr near a radielor or other source of heat 
+ Be sure to take an occasionaf rest break during extended pEay. 

+ Keep this compact disc clean. Always hold the disc by the edges and keep ft In its protecbve case when 
not In use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer 
edge. Mever use solvents or abrasive cleaners. 
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EETTmE STRRTED 

1. Set up your PlayStation® game console according to the instructfons in its 
Instruction Manual. 

2. Make sure the power is off before inserting or removing a compact disc. 

3. Insert the Driver" disc and close the disc cover. 

4. Insert game controilers and turn on the PlayStation® game console. Follow on¬ 
screen instructions to start a game. 
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Accelerate 

Use ® to accelerate the car. 

Directional Pad / Analog 
Dual-shock Controller Steering 

Use the left and right directional buttons or the 
Analog Dual shock controller to steer the car. 

Brake and reverse 

Hold down @ to slam the brakes on ell four wheels. 
Once the car has stopped, if ycu continue to 
hold this button, the car will reverse. 

Puli handbrake 

Hitting @ will yank the handbrake and lock the rear wheels. Use 
the handbrake to throw the car into tight bends, or to spin ISO^. 
(Note that the car automatically locks the rear wheels in fast 
turns; see the Options section to turn automatic braking off). 

Burnout 

Floor it and smoke the back wheels. Use the burnout 
for dragster style getaways or to get out of 
tight spots when the Cops corner you. 

Max Steer Lock 

Holding Ll will instantly turn the steering wheel all the way in 
the direction you are turning. Use it for over-steer correction. 
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Horn 

Blast the horn to terrorize pedestrians on the sidewalks 
and in the cafi bars 

Look Left 

Hold L2to look left. Try looking as you drive through 
crossroads, or when you're looking out for the cops. 

Look Bight 

Hold R2 to look right. Try looking as you drive through 
crossroads, or when you're looking out for the cops. 

Look Behind 

Essentially your rear view mirror, hold both L2 and R2 to look 
behind you. When the cops are on your tail you need to know 
exactly where they are and what their next move could be. 

Switch camera view 

Hitting select will cycle the camera view through 
3 different perspectives. 

Pause the game 

The Start button will pause the action. 


Dual Shock 

If you have an analog dual-shock controller inserted it will vibrate 
when you are spotted by a vigilant Cop, when you collide with an 
object or drive on rough terrain. 
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THESTORV 

Your name is Tanner. A few years back you left professional stock car racing for 
police work. Now you're going undercover to infiltrate the underworld's most pow¬ 
erful, most dangerous organization: the Castafdi family. You've turned in your badge 
and left New York for Miami, where your first contact awaits. Watch your back, 
Tanner; when you're In this deep/you don't know who you can trust 

mmn menu 

Once the animated introduction has finished the game will take you to the Main 
'0 Menu, Here you'll find game options and various games for you to play. Move the 
directional buttons from left to right to highlight your choice and hit (g) to select 
Following is a list of the different types of games and game options. Undercover is 
P the main game, buttry the Training section first to help you develop your driving 
0 skills and practice for your first mission. 

UnOERERUER 

HEUi EnmE 

Selecting New Game will take you to a disused multi-story parking garage vyhere 
you get the chance to show off your driving skills to your potential employers in the 
underworld's version of an interview. If you pass the tests in the allotted time you 
will go undercover, driving missions for Castaldi and his minions in four cities, start¬ 
ing in Miami. Later missions will take you to San Francisco, Los Angeles and New 
^ . York, If you're having trouble passing the interview, select the Training section from 
: the Main Menu to see an example of how it's done. 

LDRO a SaUED ERniE 

^ This enters the memory card manager screen; from here you can load your saved 
games. Once you've loaded your game you'll be taken directly to the motel room in 
the city where you last saved. 


THE mTERUIEiU 

In the parking garage interview you'll see the following display: 

In the top left you'll see a stopwatch marked at 
60 seconds; this indicates the amount of time you 
have left to complete all the maneuvers listed on 
the top right of the screen. When time is almost 
up, the stopwatch will begin to flash red as a 
reminder to put your foot down if you want the job. 

At the top right of the screen is a list of driving 
maneuvers you have to complete in the allotted 
time. If you haven't been to the Training garage first, you may struggle with some 
of the more complicated moves, (See Training below) 

Once you successfully complete a move, a red line will cross it off the list. But it's 
not just the maneuvers you have to worry about; there are a number of parked 
vehicles in the garage to make life a little more difficult 

Each lime you scratch the paint job - whether you hit another vehicle, a wall or a 
pillar - a red X will appear at the tap of the list. If you get four X's, the interview is 
over and you'll have to try again. 

If you manage to complete all the moves in time, the job's yours and youll move on 
to the first motel room, located somewhere in Miami. 

m THE RiRTEL RRRmS 

When you're up against some of the toughest gangsters and hoods around it's a 
good idea to keep a low profile. After your interview with the Casialdis, you'll return 
to your motef room. You're not staying at five star resorts, but at least these places 
are safe. Listed below are the items you'll find in the rooms and their uses. 

Move the directional buttons from left to right to move from location to location. 
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SAVE GAME 

At various points throughout the missions you1l be able to save your progress. 
Selecting the VCR will take you to the memory card manager. From here you can 
save your game in a free space or write over any of your previous save games. 

GET A NEW JOB 

Messages on the answering machine are your mission choices, left by ctients 
while youVe been out burning rubber on previous missions. The icons from teftto 
right represent: 

Hear previous message 
Play current message 
Hear next message 
Accept mission 

Selecting Accept current mission will launch the mission described in the current 
message, 

OPTIONS 

From the options toolbox you can adjust the following settings: 

Music Volume 
SFX Volume 
Auto Handbrake 
Vibration 

TAKE A OmVE 

Take a ride around the city where you currently reside. There's no better way to 
acquaint you with the streets, shortcuts, hiding places and alleyways. 

QUIT BACK TO TITLE SCREEN 

Quit your current game and return to the main menu. 


anTHEttHHO 

When you're playing the game in the cities, the following items indicate your 
progress, position and status, 

TIMER 

The timer at the top center of the screen indicates your 
current mission time. The timer counts down for some 
missions, and up for other missions. Sometimes you'll 
have to reach checkpoints to add more seconds to your 
available mission time. 


DAMAGE 

Every time you hit a building, wall, solid object, or vehicle your car takes some 
damage. The severity of the damage depends on the severity of the crash. Once 
the damage bar becomes full your car is wrecked and it's Game Over. If at any time 
you flip onto your roof or side, your damage level will increase to maximum and the 
mission will be over. 

FELONY 

Your Felony bar increases when you commit a crime (like speeding or reckless 
driving) in a Cop's field of view (This is explained under the Radar heading below). 
Once the Cop chase ensues his aggression level will increase along with your 
rising felony rating. 

RADAR 

The radar indicates your position in the city, your objectives and ■ most importantly - 
the Cops. Cops are shown as white dots with a field of vision cone, which indicates 
their direction and range of vision, ft you commit a felony within a cop's field of vision 
cone, he'll give chase and alert HQ, who will dispatch more anxious Cops determined 
to stop you in your tracks. At this time the!r vigilance increases and their range of 
vision expands. When you're being pursued the radar will flash red and blue. When 
you successfully lose your pursuers, the radar will return to its usual color. g 
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Your mission objective or waypoint is aiso marked on the map. The cities in Driver 
are enormous so you can't always see your objective on the radar (you can find 
your objective by pressing Pause and selecting Show Map.], However, a large tri¬ 
angular black "arrow" does appear on your radar, pointing at your objective or 
waypoint. As you get nearer to the abjective the arrow will begin to narrow. The 
closer you get the narrower the arrow becomes, untit the objective comes into 
view on the radar and is marked as a flashing white dot 

COP LOCATfON ARROWS 

If the Cops spot you committing a felony, they'll initiate a chase. Press the L2 and 
R2 buttons simultaneously to look behind you and see where they are, but this isn't 
always a good idea if you're making your way through busy rush hour traffic. Each 
red arrow at the bottom of the screen gives you an instant indication of each pur¬ 
suing Cop's position. If the red arrows are transparent this means the Cops are in 
pursuit but some distance away. Once the Cops get right on your tail the arrow will 
become a deep red. The number of arrows shows how many are in pursuit 

During the in-game sections you will come across the following menus. 

PAUSE MENU 


Continue 
Restart 
SFX Volume 
Music Volume 
Film Director 
Quieic Replay 
Show Map 

Exit 


Continue with your mission 
Begin the mission again 
Adjust Sound Effects level 
Adjust Music level 
Move to replay editor 
Show an Auto Director replay 

Show art overhead map. Indicating your position in the city, a 
white pulsing dot arid your next objective, a red pulsing dot 

Quit to Main menu 
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MISSION OVER 
Film Director 
Quick Replay 
Save Replay 
Save Game 
Continue 
Exit 

MISSION FAILED 
Film Director 
Quick Replay 
Save Replay 
Try Again 
Exit 


Move to replay editor 

Show Auto Director replay 

Save your replay with the Memory card manager 

Save your game with the Memory card manager 

Continue with next mission 

Quit to main menu 

Move to replay editor 

Show an Auto Director replay 

Save your replay with the Memory card manager 

Attempt the mission / game again. 

Quit to main menu 


HtGU SEURES 

Your success during the various driving games can be recorded here in the 
Hi-Scores section. 

VIEW TABLES 

Tables are listed separately under the following headings: 

Checkpoinl 
Trailblazer 
Survival 
Dirt Track 

LOAD HI-SCORES 

Load any previously saved Hi-Score tables. 

SAVE HI-SCORES 

Save your current Hi-Score tables to memory card. 













nPTtans 

The Options menu allows you to change the following settings. 

SOUND 

Music Volume Adjust the slider to increase or decrease the volume. 

Effects Volume Adjust the slider to increase or decrease the volume. 

Hit X to test the sound effects level. 

Accept Changes 
GAMEPLAV 

The Gameplay options menu allows you to change the following options: 

Cop Difficulty Easy/Med/Hard 

Changing the Cop Difficulty will affect the overall driving ability and effectiveness of the 
Police forces across all Undercover missions and driving games. 

Auto Handbrake On/Off 

Turning the Auto hand brake on or off will affect the overall handling of the car throughout 
the game. The game defaults to Auto Handbrake On. This gives the car the tendency to 
over-steer into corners: the sharper you torn into the corner the more you'll notice the over- 
steer and eventual spin. 

Auto Handbrake Off causes the car to under-steer into corners, and you'll have to use the 
handbrake @ to make the turr^ successfully and carry through your entry speed as you 
correct the steering and continue on your way. 

Vibration On/Off 

If you have an Analog Dual Shock controller insarted this option will allow you to turn the 
vibration on or off. 

Accept Changes 

VIEW CONTROLS 

This option will display the controller and the position and function of each of the buttons. 
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CENTER SCREEN 

If the iiTiBge or your screen is off-center, select this option to adjust it, Use the directional 
buttons to move the screen up, down, left or right, Press X to save the new screen position, 

THKE n HIDE 

Take A Ride lets you take a free drive through any one of the four cities in Driver. 

At the beginning of the game youll be able to take a ride through the streets of 
IVliami and San Francisco. You can take a ride through Los Angeles and Mew York 
once you have reached them in the Undercover section of the game. 

When you select the city you want to drive through you will then be asked if you 
want to drive at night or during the day (except in Los Angefes, where ail the 
drives and missions take place at night). 

amumE EumES 

You can partake in any of the driving games from this menu. After you select a 
game you will then be asked which city or level you would like to play. At the 
beginning of the game you'll be able to play the game across the streets of Miami 
and San Francisco. You can play through Los Angeles and New York once you have 
reached them in the Undercover section of the game, 

PURSUIT 

Start by choosing a city; you can select any city you've reached in the Undercover 
section of the game. Once you start you'll have to chase and crash into the lead 
car as it tries to out-maneuver, out-brake and out wit you across the streets, 
parks and alleyways. 

GETAWAY 

At the start of each Getaway game the Cops are on your tall immediately. You must 
lose them by any means necessary. The quicker you lose the Cops the better. 

CROSS-TOWN CHECKPOiNT 

First select the city you want to race across. Once the game starts you'll have to 
race from checkpoint to checkpoint In the fastest time possible. The checkpoints 







are shown on the radar. Once you successfuUy reach the first one, the second one 
will be shown on the map, and so on until you complete the level. The faster the 
dme, the better There are two Checkpoint games in each city. 

TRAIL BLAZER 

Hit as many markers as possible, and finish fast. Your finishing time will be affected 
by the number of markers touched, one second added per cone. The higher the 
time, the better Once youVe completed the course hitting all the markers, go for it 
again to try and improve your time. There are two Trail Blazer games in each city. 

SURVIVAL 

How long can you survive against a barrage of veteran Cops, hell-bent on taking 
you in, whatever the financial cost of replacing damaged Cop cars? The idea is to 
survive as long as possible; the longer you survive the better. 

DIRT TRACK 

Follow the circuit through the cones, across the slippery desert dust, weaving in 
and out of the buildings and fences. You'll be penalized for knocking over cones 
and seconds will be added to your overall finishing time. You will also be penalized 
for driving outside the marked circuit and missing the course checkpoints. 

Practice 

Practice on the dsrt track of your choice; it's an ideal way to get used to controlling 
and maneuvering the car in tricky, tight and slippery surroundings. Once you com¬ 
plete a lap you will be joined by a ''glass" car, which represents your best lap in this 
sessfom This will give you the perfect visual indication of your progress - or regress. 

Time Trial 

Choose one of the Dirt Track courses and go for your best time over a set number 
of laps. There is no "glass" car this time; just go out on the track and set the best 
time. There is an on-screen representation of your progress. 
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EHEHTS 

Once you compfete the final mission of the game, you will be rewarded with secret 
cheat codes. Once they're unlocked, you can enter them here. 

TRmmnE 

CAR PARK 

Watch the demonstration car as it shows all the routes and maneuvers you'll need 
to master before moving on to the undercover story line and missions, by passing 
the parking garage interview. Positioned at the top right of the screen is a graphic 
displaying the Playstation Controller. As the demonstration car performs its maneu- 
vers, watch the key presses and movements indicated on the controller. At any 
time you can quit the demonstration by pressing Start and selecting "Try if' 
from the menu; this time it'll be you in control of the car. 

Burnout 

Use the © button to smoke the back tires. 

Handbrake 

Tq pass this test simply accelerate forward and press the @ button to wrench 
the handbrake. 

Slalom 

Watch the demonstration car clasely as it weaves through the concrete pillars in a continu¬ 
ous figure-eight motion. Complete a full slalom of one row of pillars to pass this move. 

190 

Accelerate forward, wrench the hand brake and hold it while steering letter right until the 
car has completed a 180“ spin. 

390 

Accelerate forward using the burnout button ©. Steer left or right and control the car as it 
spins in a "doughnut." Hold the burnout until the car spins through 360^^. 
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Reverse 180 

Hold the brake/revsrss button and as tiie car gathers speed in reverse, wait for the 
engine revs to peah then release the reverse button while turning left or right Hold the 
steering until the car spins through 180'’ and settles facing the right wey^ 

Speed 

Find enough rccm to pick up speed in a straight line, set off at full acceleration and don't let 
off the gas until a red line appears through '"Speed" - or until your nerve goes. 

Brake Test 

Brake test the car by driving as fast as you da re towards a wall or parked vehicle, leaving 
your braking until the last minute. 

Lap 

Again, watch the demonstration car as It performs a lap of the parking garage. Hrive around 
the outside of the pillars, taking care not to smash into them, the wails or parked cars. If 
you complete a full lap of the parking garage unscathed you're through. 

THE DESERT 

More open training through a number of dirt tracks, circuits and slaloms across a 
number af different surfaces. Positioned at the top right of the screen is a graphic 
displaying the Playstation Controller As the demonstratEon car oerforms Its maneu¬ 
vers, watch the button presses and movements on the controller. 

Once you ve watched the "glass" car make its way across the course you can move 
onto the Desert and try it for yourself. To stop the demonstration at anytime press 
the Start button. 

Don't let the’"glass" car get too far ahead of you, or you'll have to start oven Also, 
hitting cones or other obstacles will result In penalties. 


PAUSE MENU 
Continue 
SFX Volume 
Music Volume 
Exit 

1G 


Continue Demonstration 
Adjust sound effects level 
Adjust music level 
Quit to main menu 


Re-start demonstration 
Have a go yourself 
Quit to main menu 


DEMO OVER 
See it again 
Try it 
Exrt 

ERR ERRSES 

The Film Director section of Driver is essentially your own 
director's editing suite where you can view your pre-saved 
replays or follow the Instructions below to edit every cam¬ 
era type, timing and position to create a car chase movie of 
your very own. 

LOAD FiLM REPLAYS 

This takes you to the Memory Card Manager where you can load any of your pre¬ 
saved replays. Once loaded you'll be taken straight to the Film Director where you 
can begin editing your own car chase movies. 

PLAY CHASE 7-4 

There are four example car chase movies on the Driver disc, recorded and edited 
by the Reflections team, You can either watch these as great examples of what can 
be achieved with a little time and patience with the Film Director. 

FRRt RIREEERR 

Using the intuitive icon set across the top of the screen you'll be able to place cam¬ 
eras wherever you want them. Zoom in an the action, attach cameras to cars, posi¬ 
tion cameras to follow your car, place static cameras to watch the action fly by or 
dimply sit back and let the game do all this for you with the Auto Director. The 
uhoico is yours. 
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The colored bar across the top of the screen scrolls along fron right to left when 
you hit the play button, start the Auto Director, fast forward or frame advance. The 
black line in the middle of the bar represents the replay's current position. The 
color of the bar changes and corresponds to each specific camera type. They are 
as follows: 


Chase Camera 
Fixed camera IZoomed) 

Fixed camera (No Zoom) 

• In-Car (Ptayer) 

In-Car (Pursuer) 

‘ When the new color / camera 
^ and type will change. 


Red 
Green 
Yellow 
Dark Biue 
Light Blue 

black markerthe camera perspective 


reaches the 

Beneath the bar (from left to right) the icons shown represent the functions listed 
in more detail below. 

Hit ® to select all of the icons from the menus and sub-menus. Whenever you 
make any chances to the camera positions, locations and types, the Film Director 
will give you the option of trying camera angles before you put them in place. You 
can do this from the camera sub menus detailed below. If you're happy with the 
new camera status, you must always select the OK icon in that specific sub-menu 
to implement the change in your replay. Without hitting OK, the camera choices 
and selections will be cancelled and the replay viewpoint will return to the previ¬ 
ous camera location. 

^ PLAY/PAUSE 

This loads and immediately pauses the replay. Select the play icon and hit ® to start 
the replay running, ff you hit ® during a replay while it is playing, you will ba 
returned to the icon set Play is usee to reach any particular point of interest or 
action sequence that you want to edit. 





AUTO DIRECTOR 

Hit the Auto OErector icon and the Film Director will run the replay in full, and dynami¬ 
cally switci cameras for you. This is a quick and easy way to not only watch your 
replays bm also a usaful tool for learning the finer details and functions of the Film 
Director. You can Interrupt these replays at any time a nd begin editing them yourself. 


FAST FORWARD 

When you hit fast forward the replay will freeze while it seeks the desired position or 
nesft camera change. You will continue to hear the game running but you will tem¬ 
porarily lose the picture. Hit® aqain to return to the replay, in pause mode. 

FRAME ADVANCE 

Tap the ® button to advance the replay one frame at a time. Essential for when you 
need to find the exact moment you want to focus on in tJie replay. Hold down the ® 
button to advance at the normal speed. 

REWIND TO THE BEGINNING 

Selecting this icon will instantly rewind the replay back to the start by re-starting 
your replay. Dent worry a bout your camera changes and edits, they will remain the 
same after the restart. 

ADD CAMERA 

Selecting this icon opens up a submenu with different types of cameras for you to 
choose from. Camera types that can be adjusted or modified will have another sub¬ 
menu extending horizontally off of their icon. Each added camera will be effective at 
the point at which you stopped the replay, represented by the black marker. 

THESE ABE THE DfFFEBENT TYPES OF CAMERAS YOU CAM ADD: 





IN CAR 

This camera changes the viewpoint to an in-car shot from either yoor car 
or any pursuing vehicles. 


S CHASE CAMERA 

This chase cam will chase the car at the angle and position set below. 



MOVE CAMERA 

This camera defaults to focus on your car as the point of inter¬ 
est. Use the directional pad to move the camera towards the 
car (up) away from the car (down), around the car clockwise 
and counterclaokwiac jleftond righti, higher (Li), or 
lower (L2). Holding R1 down while pressing these 
keys will double their movement speed. 
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u TRIPOD CAMERA 

^ ' A tripod camera is a fixed, stationary camera, which will focus on any 
specified action point or vehicle of your choice. 



MOVE CAMERA 

Use the same controls listed above (IVlove Camera} to move the 
camera towards, away from or around the scene. It will defauit 
to focussing on the car. 


B lock to car 

Select this Icon and the camera will focus on and follow 
(from its stationary position) the car's movement. 


H ROTATE 

Move the camera to focus on any specified place of interest 


ZOOM 

You can zoom in or out of the shot only if you are aiming the 
camera at the car. Once the replay is running you'll notice that 
this camera Eooms and focuses on the lead car in accordance 
with its position, relative to the static camera. 



OK 

You must hit OK to implement any and all changes you have made in 
all the menus. 


CHANGE CAMERA 

Edit Camera will change the camera type that the current replay frame has paused / 
stopped. This is indicated by the black marker at the center of the coiored bar. 

^ fNCAR 

Change camera type that black marker is currently on to fn-Can 


0 


S YOU OR PURSUER 

Cycle through the perspectives of any vehicles giving chase by 
selecting this icon and pressing When you find the car that 
you want the camera fixed to, select the 'In Car' icon again. 
Remember to sefect OK from the bottom of the sub-menu to 
make these changes effective. 

CHASE CAMERA 

Change camera type that black marker is currently on to Chase Camera. 

TRfPOD CAMERA 

Change camera type that biack marker is currently on to Tripod camera. 


MOVE CAMERA 

Use the same controls listed above |Move Camera) to move the 
camera towards, away from or around the scene. It will default 
to focussing on the car. 



LOCK TO CAR 

Select this icon and the camera will focus on and follow (from 
its stationary position) the car's movement 

ROTATE 

Move the camera to focus on any specified place of interest. 

MOVE CAMERA START 

Move the start position of the camera the black marker is cur¬ 
rently on forwards and backwards in time using the directional 
pad left and right 

DELETE CAMERA POSITION 

Delete the camera that the black marker is currently on. 




OK 

You must hit OK to confirm any and all changes. 
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B save replay 

Once you are happy with your replay editing and changes you can save your work to 
memory card. You can save your progress at any stage during the editing sequence 
and return to complete your "movie' at a later date. 

OK 

Selecting OK will exit the Film Director; you wilt be prompted to save your replay if 
you have not already saved it. This will exit the Film Director and take you back to the 
main menu. If you want to exit quickly, save your replay first 

TBchaicat Support (U.S. & Canada) 

Assistance Via Waiid Wide Web 

Get up-to-the-minute technical information at the GT Interactive Software web-site, at: http://www.glison- 
li nB.com, twenty-four hours a day. seven days a week. Through this site you’tl have access to our FAQ 
documents, (Frequently Asked Questions) which contain our latest product information. You1l have 
access to our Hints/Cheal Codes area where you can pick up some tips if they’re availabEe, and an E-Mail 
area where you can leave us your lech support problems and questions if you do not find your answers 
v^rthin the FAQ. 

Help Via Telephone/Fa x Dr Mail 

For phone assistance, call GT Interactive Software's Tach Support at 425-398-3074. We have an 
Interactive Voice Response and Faxhack system that is available twenty-four hours a day, seven days a 
week. This automated support which will include information from our FAQ documents such as game play 
tips, information on Control Ke^'S, possible cheat code combination keys, instructions for finding secret 
screens and/or additional game levels if these type items exist and are made available for this particular 
product. If you should need live support, v;e are available Monday through Friday, 7:30 AM until 7:30 
PM (PST). Please note that live Tech Support may be closed on major holidays. You may also fax in your 
Technical Support questions or problems to: (425) 806-0480, orv^rite in to the address belovi^. 

Product Rglum Procedures In The United Stales & Canada 

If you encounter what may be determined to be a defective product medium issue such as your game 
freezing at the beginning or during gameplay, no display, etc., you must caft our technicians at 425-390- 
3874. If they determine that you will need to forward materials directiy to us, please include a brtef letter 
expiaining what is endosed and why. Make sure you include the Return Merchandise Authorization 
Number (RMA#) supplied you by the technician and your telephone number in case we need to call you. 


OK 
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Any materials not containing this RMA# will be returned to you unprocessed. Your mail should be sent to 
the foliowing address: 

GT Interactive Software 
13110 ME 177lh Place 
Suite#B101,Boxieo 
Woodinville, WA 98072-9965 
Attn: Technical Support 
RMA#: (Include your RMA# here) 

JsslwMMmiMmsJ 

Technical Assistance: English speaking customers call 01923 209145 

Assistance Techrtique: Remarque: Notre service de soulien technique se trouve en AnglelerTe. Clients 
francophones appele: le 00 441923 209148 

Techntscher Kyndendiensf: Beachten Sle bitte dass sich unser technischer Kundendienst In England 
befindet. Pen deutschsprachigen Kundendienst erreichen Sie unterfolgender Nummer: 00 441923 
209151 

This program Is protected by United States federal and international copyright laws. 

All trademarks mentioned in this manual are the property of their respective owners, 
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END-USER LICENSE AGREEMENT 

I 'UtiASE READ CAflEaLLT. BY USlMG OR INSTflUIMC ll\\^ SCFTWrtRE, OR BY FtACWG OH OUPVINO11 IB UtIF FWflHE UN VDUR OOMPUTIR HflflDWARE, OOlWiTEH RAM Of? OTHH^ 
S rOflAGE MEDIUM, YOUAflEAfiRfflNGTOSEBOUNDBtTHE TERMS 0Flffl*SlJCENSt.(FV0UD0N0rAGH£EraTHEiTH1H3,PF|DMFnY RETURN HE PRODUCT Ifi R^ PACK- 
AiiWG TO THE PLACE WHERE YOU O&TAWCD n. 

I License. THe software accampanyiitg ifils bcense (Die "SoRMre") and Itie relatHd dDcuinouiiiiKHi ore Hcrmsrs] lo Uy ua ana #is suBject lo ttiis license. V the Software is oon- 
figured for loadliig emUd a Irani dnve, jou may so load Bie Software ontv oMo ttie hard driwi of n Blnoki aHii(iuiDf and rui me Software oif only ttiat traid dtwe. Ytoo rnay rot delete 
the coitynight rotices or airy ottier pioprletai^ leysnds on m origina) OOpy Of (he Softwara. II Elwro Is iitt ortlof rcorporaled Into toe SotwM, tl^S license is also su6jed to Section 
e bekJw.Ybo agree that Hk Stiflware will not hfl ahipped, transtorred or ejtported inilo any coiitRry In vttilaiion ol too \1S. BrpoflAdminisirationAct (orany other Jaw governing 
such matters} by yuif or anyone at pur direction and that you will notirtiliwiind will not auihtwifli nnyono to uMizo, In any omar manner, tho SoJtware ii vioJatjan of any applic- 
aBie lavi', The Software may rot be rtownlaatJed or otherwise eporied orioexported Into Jof (o a nnllorral or nesifletiitoO any coontry to which the u.S. has embargoed goods of 
to anyone or irioanyoovitry who^which are pmiiiblted bya|pplh:aiDle law, Tnonn reoening such pfoperty. 

2. Resiticlions.The Software contains copyrighted material, trafle serjeisand other prctirletory material.^ may not decompile, modtfy revorso angiiser, poftiicJy display, prepare 
derivaiive wo*s based on (he Software fencept as permiUed h Sechoa B, beiQw|t,dis«ssefnblecrolherwise reproduce the Sofiwaro. Yrxi may not rain, ssiLioaso, ablicense cr 
dlslribirla tlB Software-KOu may rot Offer Ihe Software hi a pay-pcf-plav basis or oUieni,^ commercially euptoit the Software or iioe the Softwam iHaryoomfriartial purpose. 
You may non eiKbPoicaiy transmit the Software from one computn loanoiiw or over e refwork. 

S.lMminaUMiLThis ioodgo is alitscliue until (ermlnalHl 'YDu may terminate this license at any time Ijy deslroying the Software and related docurnemahon. This iicanse will termi¬ 
nate imnwdiaiety wnnoul rolios from us K y«i foil to canpiy with any pnwlsloii rid ihia llMitse. LUron termina/Hcn, you must desiroy the Software and raiaied OKHnentabon. 

4. Disclaimer o1 Wanarly on Software. Wju are ifw^iri! autl adree dial use of the Sdftwaro and (ha mndfti or which it is rocoideiJ is a( your sole risk. The Ssftware, related docu- 
menlMiHvandthe media are prcvldiid "AS IS". Uiilosaellnirwtai jKovIctoO by appIlGiblD law, GT interiicllwi SollwareCOri). ("DT") warranls to (he original pentfiaserof thlsjmxl- 
ura that the Software anap marfeum will Imi rren inmi [Wmds In tnnJBriel and workmanship uiytor ronnaJ i£e tor ninety (900 days horn Ihe dale eft purchase. This warranty Is; 
void if the delect hK anaen thrangh accitfQnil,aljriS(r.iiDiil!ii:| nr mlHn|!tillcnlnn. GTEKPRESaV DISaAIMSALL DTHBR WARRANTIES, EXPRESS ORJMPUED, IMCLJUOING BUT NOT 
LIMrrEDTO, THE IMPUED WARRANTIES Of MERI]HANTAE9|.|1Y AND flTNESS FDR A PARTICULAR PURPOSL WE DO NOT WARRW THAT T\W. FUNCTIONS ODfftTAJNED III THE 
SOFTWARE Wi-L MEET VBUR REQUIRtWEWIS, fIG DHAl DR WIHTTTN INI DflMATIDH OR ADVICE GWEM Bt US OR ANV CF CUR AUTHORl^EO REPHESEJTTATh/ES SHAil CREATE 
A WARRANTY OR IM ANY WAfif INCREASE THE SCCHt (IF TUS WAJftlANTV, W5ME JURISDICTIONS DO NOT ALIOW THE EXCLJJ90N OF IMPLIED WARRANTIES, SO THE ABOVE 
rJIClUSIDNS kSAV NOT APPLY TO YOU. 

I imrtation Ol Ltobity. UNDER NO CIRCUMSTANCES, JHClUltlNC Ht.tiLHihNa, SIIAl I RT OR ITS DFRCERS, EMPLOYEES, DIRECTORS, AS&lTS. UtENSEESv SUBLW^SEE OR 
•ASSIGNS BE UABLE FOR ANY INCIDENTAL SPECIAL OR CONSLOLILMl lAl. UAUACES THAT RESULT PROM THE USE OR INABILiTYTO USE T}€ SOFTWARE OR RELATED DOCU- 
MIIJTATKN, EVENT SUCH FWDIES RAVE BEEN AOVISED Of Tit msitllLirT HI-THOSE DAMAGES SDNt JURKClCTlONS DO WOT ALLOW THE LMITATION OR EXai^N OF 
I rABftJTY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THL ABCVL LiNrAllON OR EXCLUSION MAY WDT APPLY TO YOU. In no event shall ar total liability to you (or all 
if iiF'iagaa, bssa, and cauaee of eetjua (whether In cryitrad, tort h tftlMwina) esii^enit iiie amnunt paid by ydu tor the Seftiware. 

II lii.fiiraJiing Law and SeveraDility-Ths fcerse shall be gaverred by and aimhiiud iii aiMirdwee whh the laws df the Stale eft New lAsrk, USA. Brehsive venue ftr ah Ithgahon 
lii^ii he in NawttoHL. New Ynk. if ary prwsion hi this ticensa is ununforcaabki, Die reut cf it shall remairt In effeeft. 

/ . Oornplste AgreemeirLThia fcensa conelitutBs the entire iiareomeinil helwiHin llni psirtkis iwlh raspset toftie u$eoJ Ihe Sottware and the rSaled documentaBan. 

!' rdltarand Etid-usar VarlarltonG. 

i'll:! The Software may todudhan 'Editor". An "Edilar" is n hmtore wftlcfi allows you to mrjdlly the Software or to sjnslruct new varlstians fix use wito IL These modtficatiDrs and 
rariahorscan be both playablaard rcii-pluvnljto. An Editor inriiidBS Its aasoclutExf bools antJ utlthes. An Editor is NOT shareware. Ybu mey -riat freely distribute It to aiy BBS, 
CBJoppy nary rfther media. You may not aril It or re|iai;hjige It torsuto. 

ill Lteitig the Editor you may cnsaii? modlficnriiniiH or Mihiyiftimeiiie to Ihe Software, mctodlug the caiarucHou of new tovete (tollecftvely refened to as VatHtlons"}, subject to 
Ihatoltowlng restiictlHis: 

I. YowVbriatiijrs must only work with tki Tull, iiiglrilisfud ctipy of the Softwiire, not Independently or with any olhisf sowware- 
H.ybur Varietiotis must rot conftHa nKidlhcatlons to any cxcoitoble Ho. 

HLltourT^rialiong nnist not rarrtolu any libelous, defamatory, or athor lifoijal matorlid. nvilH^I that Is scaodafous or Invades tha dghls oi prnacy Or puUicity of any ttwd party, 
or CDhteiiis any budumurks, cupyrlglil- pretecledi work, or other nxogntLibln prorinly ol Ihlrd perlies. 

Iv.At tosetonce iii every onllao descrlptton anui with reasonEWe duration an ilie npuiilng scriwn, yon VhtHtians rmistpromltiient^ Idenify (i} tea names and emuil addr^ses af 
dscreatofs, sud (llUhe worda "THIS LEVEL IS NOT MADE BY OR SUPPORTED BY CT miitmcllvii ScrtlwareCorp.^TheVrizarrfiterRa Greup, Int, Or any of such parties aftillates 
and suhSKferles." 

v.ttogfVarlaltonis must be dlstolmted solely tor free. Neither you ror any olhcr pufttHi w pvirty iniiy imii ||wm to anyone, comnwrcially exploit them in eiy way, or charge any- 
ane tor usina Iheir, Xbu may exchange (hern at ro charge among hihur end’Uiii'r}i. 

vl. By dislilhuling cr pemiHIng Itifi distribution of ary eft your Vaduftions, you Iwrolry ijiiini linck In CH iiri iitivor^bb. 1 , wortdwlrle, reyully'tfee dghtto use and diatrlbuie them by 
any means. 

- yll. The prohlbthons and rosiriciions Jn itiis aetton apply to artycfti in possesion of Ihu i ii riiwnm i ir nuiy i iF yiKir Wirimiiini. 

rxvyright.TTie Software and all cDpyrlghfte,trademajKa and all other cbuoulvabiu liiltJthnftuiii iHutiiMiy rkililu mlitiiti iu iim GMtwrirenre owned by GT or Its UcHiaxs and ar^prti- 
I’^nted by United Stales copyrlghits larws. inisreatiQnai treaty provisions and all njipllruhlu Inw. tuu li m il^i I muHiuu AtI ton miiM treat Ihe Softwrve like any other oopyrighted 
I iiftedat, ns required by 17 U.S.C. section 1 pi et sag. and ether applicabie Iuw.Yiki uguvi Ihtil yuu m mi ntvNiu r t upy eft um fkinwiiro by license rxily and ml by sale arto that 
- "first ^le" doctrine of 17 U.S.C. seciion 109 does not oppiY to your rauelpl ur mnr nl ftm 'luriwiNii 

■ do run rrBke unauthorized copies. The program you'va purchase was prodiBiitl Ifiusiuh tin -'di" h id i ir.ii«y fmi ijifri wIki num livtir llviftiiood trom du lawful use. Don't make 
: Icrcfthemwho haive not paid tor the dghtto u^ iLTb report oopyhghl vkilnliomi iu i|iu iiiiliwnm I'lriilinimiiiAiiiiiH kfihtn, uill I IICID :Ntft-P|R3v write: 

Software PublishersA^rxlatlcn, 1101 Gmuisriicui Auu, '.lain iiiii, NW Wivikiuinu. Ih: vtKL'ifi 
I 'Hxam is pfutected ^ United States federal and Intemslkinal cop^ht larws. 

.'ill iriitiuinarKs mentnned mftils mamial are the praperiyol their r^e^uu owners. 

. . II .1 MAY tJOT DISTRIBLTTE THIS VERSION OF THE SOFTWARE. 


























1-900-225-15248 

(qi3<^ per minute. $1.95 for Fax back maps.) 
must be 18 years or older, or have parent's permission 
to call, touch tone phones ohly, ' 
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